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2BAZAT E PROGRAMIMIT - USHTRIME
Programimi?
Proces kreativ per ta kryer nje pune (proces) i pershtatur
nga programuesit per nje sistem te caktuar.
C++?
Gjuhe programuese qe ka karakteristika te pergjithsme te
programimit dhe qe konsiston ne “orientimin e objekteve”
(Object-Oriented)
Object-Oriented Programing?
Lloj i programimit ku “objektet” kane te dhena dhe jane te
shoqeruara me procese te ndryshme (metoda).
AKTIVIZIMI I APLIKACIONIT VISUAL STUDIO
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 Programi C++
 .CPP  
 .EXE 
 Compiling 
 Building  
KRIJIMI I PROJEKTIT TE RI
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 Console application
 Empty project
HAPËSIRA PUNUESE E  PROGRAMIT
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PROGRAMI C++ (.CPP)
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 Visual C++
 C++ File (.CPP)
 File-Name
PROGRAMI I PARE  NE  C++
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 // Koment




PROGRAMI I PARE  NE  C++
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using namespace std;
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 Debug 
Gershetimi i funksioneve
 Compiling = Ctrl+F7
Transformim “Source code”
EGZEKUTIMI I PROGRAMIT
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 Debug = Ekzekutimi = Ctrl + F5
RUAJTJA DHE RIHAPJA E  SKEDAREVE C++
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SHEMBULLI 1
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Kompilimi = Ctrl+F7 Ekzekutimi = Ctrl + F5
SHEMBULLI 2
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PERMBLEDHJE
• Hapi 1 – New Project  || C++ || Win32 ||
• Hapi 2 – Modifikimi || Console app || Empty Project ||
• Hapi 3 – Add New Item || C++ file ||
• Hapi 4 – Implementimi i programit || Pseudo-Kodi ||
• Hapi 5 – Kompilimi || Ctrl + F7 ||
• Hapi 6 – Egzekutimi || Ctrl + F5 ||
• Hapi 7 – Ruajtja ne disk
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FALEMNDERIT
Pyetje?
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